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SURYLIAN COLLECTIVE 


INFANTRY HELIXES 


SORYLIAN COLLECTIVE | HEAVY INFANTRY CADRE - KULVOK 


Weapon Arc R" AD 5"/8" 6 0 4 
' EF 12 4 
Sar Nav y AR OD. „––––––__-_-__- 
GRENADE LAUNCHER IL - - Sq-Size | LoS Class | Quality TV 
4 Light Elite 4 


"Model Assigned Rules | Bulky (2), Hard Target (-1) Kill Team, Take & Hold 


SORYLIAN COLLECTIVE | LIGHT INFANTRY CADRE-MULKAT |  35Points | Cw | 


WEAPONS 
Weapon Arc RB R” 4"/6" 


Sar'Nav C EF 


GRENADE LAUNCHER it - 2 Sq-Size | LoS Class | Quality TV 
*Gun Team Only 3or6 Light | Regular | 3or4 


.— Model Assigned Rules Hard Target [-2], Kill Team, Take & Hold 


Infantry Upgrades - The Mul'Kat Light Infantry Cadre may upgrade existing 
bases with the following: 


0-1 Officer Base* for +10 Points - The Cadre gains the Elite Quality Type while the 
Officer base is alive. 

0-3 Sweeper Team Bases* for +10 Points each - The upgraded bases increase 
their COB by 2. 

0-3 Gun Team Bases* for +10 Points each - The upgraded bases gain a Sar'Nav 
Grenade Launcher. 

*These upgraded bases gain the Bulky (2) MAR. 


SORYLIAN COLLECTIVE WAR CHIEF – RO’ MUL'KAT 


Weapon Arc RB R” AD 5”/ 8” 6 0 5 
d EE 12 4 
Sar'Nav = AR BR... 
GRENADE LAUNCHERS un - - Sq-Size | LoS Class | Quality TV 
Att. Light Regular 5 


. Model Assigned Rules Bulky (2), Hard Target [-1] Kill Team, Take & Hold 


Directed Fury – All friendly Sorylian Infantry Cadres within 8” of this model gain 
the Focused Assault MAR 

Focused Assault MAR - When Infantry Cadres with this MAR perform a Storming 
Action, resolve their Attacks simultaneously with the Defenders rather than 
afterwards 


Copyright © Spartan Games 2015 


ORCE GUIDE 


SURYLIAN COLLECTIVE 


SORYLIAN COLLECTIVE / VEYDRETH WEAPONS TABLE 


Nar’Vak Titan Cannon Terror Weapon [v] 
Kor'Nak Heavy Cannon Terror Weapon v 
Vaan Scatter Cannon Scatter 4 
Har'Mok Precision Missiles Interceptor & Pinpoint [2] eo 
Koli Concussion Gun Scatter & Terror Weapon Ow 
Sar’Nav Grenade Launcher Anti-Personnel [^7 
Ikori Beam Lance Pinpoint [1] [6] 


SORYLIAN COLLECTIVE / VEYDRETH RULES 


Sorylian Collective / Veydreth Tactical Bonus 
» The Sorylian Collective have a Tactics Bonus = +2. 


Sorylian Collective / Veydreth Sky Drop Capability 
> The Sorylian Collective set their initial Sky Drop Site Markers to 6. 
> The Sorylian Collective set their initial Artillery Drop Site Markers to 4. 


Sorylian Collective / Veydreth Artillery 
» The Sorylian Collective use Artillery with 506 Attack Dice. 
> All Sorylian Artillery Attacks use the Barrage and Scatter MARS. 


Sorylian Collective / Veydreth Special Rules 

» Saturation Fire – All Sorylian Armoured Squadrons may re-roll any Initial 
Dice rolls of a 1 during a Main Ordnance Attack fired at Effective Range, the 
second result must be accepted. 

> Supreme Hunters - Any Veydreth Attacks using Pinpoint Weapons during a 
Main Ordnance Attack may re-roll a single dice when determining if a Pinpoint 
Attack was successful. 


Sorylian Collective / Veydreth Logistical Strength 

> Sorylian Forces may purchase Logistics Points for 25 Points each. 

» Sorylian Forces may spend up to 4 Logistics Points in a single Bid Action. 

» Sorylian Forces may elect to spend Logistics Points during the Play TACs Step 

of the Pre-Turn Phase to place Squadrons on Overwatch: 
> It costs 1 Logistics Point to place a Light Squadron on Overwatch. 
> It costs 2 Logistics Points to place an Armoured Squadron on Overwatch, 
unless it is a Heavy Armoured Squadron (identified as having the word Heavy 
in its Designation Line) which cost 3 Logistics Points to place on Overwatch. 
» Leviathans and Aerial Forces may NOT use Logistics Points to be placed on 
Overwatch unless specifically noted. 
» In the case of mixed Squadrons (A Squadron made up of Light and Ar- 
moured Elements for example) use the largest Logistics Cost. 


AQUAN PRIME 


INFANTRY HELIXES 


AQUAN PRIME INFANTRY - KHITARI STRIKE SHOAL ae 


WEAPONS 
Weapon Arc R” 6"/9" 


EF 
Maelstrom* = AR | 


PULSE CANNON 


ERI - - Sq-Size | LoS Class | Quality TV 
*Gun Team Only 3or5 Light Elite 20r3 
Model Assigned Rules Hard Target [-2], Take & Hold 
Additional Rules Infantry Upgrades - The Khitari Strike Shoal may upgrade existing bases with the 


following: 

Officer Base* for +10 Points - The upgraded base increases its DR by +1. 

In addition, the Cadre gains the Hit & Run MAR while the Officer base is alive. 

0-3 Sweeper Team Bases* for +20 Points each - The upgraded bases increase 
their COB by +2 and their DR by +1. 

0-3 Gun Team Bases* for +10 Points each - The upgraded bases gain a Maelstrom 
Pulse Cannon 

* These upgraded bases gain the Bulky [2] MAR. 


Grand Companies - Where permitted, a Khitari Light Infantry Strike Shoal may 


be fielded as a Grand Company, increasing its size to 9 Infantry Bases. The Grand 
Company increases its Tactical Value to 5 and may be upgraded as normal 
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AQUAN PRIME 


FORCE GUIDE 


AQUAN PRIME / TERQUAI EMPIRE WEAPONS TABLE 


Solar Titan Laser Pinpoint [4] @ 
Corona Heavy Laser Pinpoint [2] დ 
Sunburst Laser Pinpoint [1] © 
Sun Flare Burst Laser Pinpoint [1], Scatter (5 429 
Stingray Missiles Corrosive & Interceptor oc 
Venom Missiles Anti-Personnel & Terror Weapon INA 
Maelstrom Pulse Cannons Anti-Personnel [47 
Nuravi Missiles Anti-Personnel & Terror Weapon [^ 107 


AQUAN PRIME / TERQUAI EMPIRE RULES 


Aquan Prime / Terquai Empire Tactical Bonus 
> Aquan Prime / Terquai Empire Forces have a Tactics Bonus of +2. 


Aquan Prime / Terquai Empire Logistical Strength 
> Aquan Prime / Terquai Forces may purchase Logistics Points for +25 points. 
> Aquan Prime Forces may spend up to 4 Logistics Points in a single Bid Action. 


Aquan Prime / Terquai Empire Artillery Rules 
> Aquan Prime / Terquai Empire Forces use Artillery with 406 Attack Dice. 
> Aquan Prime / Terquai Empire Artillery Attacks use the Barrage and Scatter MARS. 


Aquan Prime / Terquai Empire Special Rules 

> Hardened Shell – All un-Damaged Aquan Prime Non-Infantry Elements have 
the Sectored Armour MAR. Any Aquan Non-Infantry element with a Damage 
Marker loses its Hardened Shell rule and the Sectored Armour MAR no longer 
applies. 

> Temporal Shift – All Terquai Empire Armoured and Aerial elements may gain the 
Cloaked MAR at the end of their Activation provided they do not engage in COB 
or perform any Main Ordnance Firing during their Activation. The Cloaked MAR 
lasts until the beginning of their next Activation. 


Aquan Prime / Terquai Empire Sky Drop Capability 
> Aquan Prime / Terquai set their initial Drop Site Markers to 4. 
> Aquan Prime / Terquai Forces set their initial Artillery Drop Site Markers to a 6. 
> Aquan Prime Forces may elect to spend Logistics Points during the Play TACs 
Step of the Pre-Turn Phase to place Squadrons on Overwatch: 
> It costs 1 Logistics Point to place a Light Squadron on Overwatch. 
> It costs 2 Logistics Points to place an Armoured Squadron on Overwatch, 
unless it is a Heavy Armoured Squadron (identified as having the word Heavy 
in its Designation Line) or Leviathan Squadron (identified as having the word 
Leviathan in its Designation Line) which cost 3 Logistics Points to place on 
Overwatch. 
2 Leviathans and Aerial Forces may NOT use Logistics Points to be placed on 
Overwatch unless specifically noted. 


In the case of mixed Squadrons (A Squadron made up of Light and Armoured 
Elements for example) use the largest Logistics Cost. 


TERRAN ALLIANCE 


INFANTRY HELIXES 


TERRAN ALLIANCE HEAVY INFANTRY - HUSCARL ___ 


WEAPONS 
Weapon Arc R" 4/8 


Dual Raptor წრ EF 


GRENADE LAUNCHERS ERE - : Sq-Size | LoS Class | Quality TV 


4 Light Regular 4 
Model Assigned Rules Bulky [2], Hard Target [-1], Take & Hold 


Additional Rules Nuclear Munitions - This model may upgrade its Raptor Grenade Launcher to 
have the Terror Weapon MAR in addition to any other effects for an additional 
+5 points. In instances where a model is part of a Squadron ALL elements must 
purchase the upgrade 


TERRAN ALLIANCE LIGHT INFANTRY - HIRDMEN E 


WEAPONS 
Weapon Arc RB R” 4"/8" 


EF 
Raptor* m ao Ea 


GRENADE LAUNCHERS IRI - - Sq-Size | LoS Class | Quality TV 
*Gun Team Only 4or6 Light Regular 2or3 
Model Assigned Rules Hard Target (-2), Take & Hold 


Additional Rules Infantry Upgrades – The Hirdmen Infantry Cadre may replace existing bases with 
the following: 

0-1 Officer Base* for +15 Points. The Cadre gains the Elite Quality Type while the 
Officer base is alive. 

0-3 Sweeper Team Bases* for +10 Points each. The upgraded bases increase their 
CQB by 2. 

0-3 Gun Team Bases* for +5 Points each. The upgraded bases gain a Raptor 
Grenade Launcher. 

*These upgraded bases gain the Bulky [2] MAR. 


Grand Companies – Where permitted, a Hirdman Light Infantry Cadre may be 


fielded as a Grand Company, increasing its size to 10 Infantry Bases. The Grand 
Company increases its Tactical Value to 6 and may be upgraded as normal 
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TERRAN ALLIANCE 


TERRAN ALLIANCE / HAWKER INDUSTRIES WEAPONS TABLE 


M205mm Magellan Cannon Barrage, Terror Weapon Qu 
M127mm Drake Cannon Barrage e 
G-72 Legacy Laser Pinpoint [4] [7 
G-38 Heritage Laser Pinpoint [2] თ 
Hammerstrike Missiles Anti-Personnel & Corrosive «რ 
Shrike Heavy Rotor Guns Interceptor & Corrosive eo 
Raptor Grenade Launcher Anti-Personnel c3 
Swift-Spear Missiles Pinpoint [1], Interceptor & Corrosive © 4& (9 
UX-4B Shredder Cannon Anti-Personnel & Barrage [^D 


TERRAN ALLIANCE/HAWKER INDUSTRIES RULES 


Terran Alliance / Hawker Industries Tactical Bonus 
> The Terrans have a Tactics Bonus = +2. 


Terran Alliance / Hawker Industries Sky Drop Capability 
> The errans set their initial Sky Drop Site Markers to 6. 
> The errans set their initial Artillery Drop Site Markers to 5. 


Terran Alliance / Hawker Industries Artillery Rules 
2 The Terrans use Artillery with 406 Attack Dice. 
2 All Terran Artillery Attacks use the Corrosive, Barrage and Scatter MARs. 


Terran Alliance / Hawker Industries Special Rules 

2 Strengthened Shields - All Terran non-Infantry Squadrons may re-roll any 
Initial Dice rolls of a 1 when defending with Shields. The second roll must be 
accepted. 

2 Legacy through Fortitude – All Hawker Industries Armoured and Aerial 
elements may attempt to remove a single existing point of Damage from each 
Squadron during the Repair Segment of the End Phase on the roll of a 4+. 


Terran Alliance / Hawker Industries Logistical Strength 

> Terran Forces may purchase Logistics Points for 25 Points each. 

2 Terran Forces may spend up to 5 Logistics Points in a single Bid Action. 

> Terran Forces may elect to spend Logistics Points during the Play TACs Step of 

the Pre-Turn Phase to place Squadrons on Overwatch: 

> It costs 1 Logistics Point to place a Light Squadron on Overwatch. 
> It costs 2 Logistics Points to place an Armoured Squadron on Overwatch, 
unless it is a Heavy Armoured Squadron (identified as having the word Heavy 
in its Designation Line) which cost 3 Logistics Points to place on Overwatch. 
> Leviathans and Aerial Forces may NOT use Logistics Points to be placed on 
Overwatch unless specifically noted. 
> In the case of mixed Squadrons (A Squadron made up of Light and Ar- 
moured Elements for example) use the largest Logistics Cost. 


DIRECTORATE 


INFANTRY HELIXES 


DIRECTORATE HEAVY INFANTRY - DEADLOCK CADRE | 45 Points bd 


WEAPONS 
Weapon Arc R" 4"/6" 


15-64 = an 00 mU 
SCRAMBLER | ip - - Sq-Size | LoS Class | Quality TV 
4 Light Militia 3 
Model Assigned Rules Bulky (2), Drone, Hard Target (-1), Kill Team, Take & Hold 


Additional Rules Grand Companies - Where permitted, a Deadlock Heavy Infantry Cadre may be 
fielded as a Grand Company, increasing its size to 6 Infantry Bases. The Grand 
Company increases its Tactical Value to 7 and may be upgraded as normal 


DIRECTORATE LIGHT INFANTRY - PATRIOT SE 


WEAPONS 
Weapon Arc RB R" 4/6 


Peacemaker* "M. rm A 

MISSILE LAUNCHER Iს - z Sq-Size | LoS Class | Quality TV 

*Gun Team Only 3or6 Light Regular 2or4 
Model Assigned Rules Hard Target [-2], Kill Team, Take & Hold 


Additional Rules The Patriot Light Infantry Cadre may upgrade existing bases with the following: 


+ 0-1 Officer Base* for +15 Points - The Cadre gains the Elite Quality Type while 
the Officer is alive. 

* 0-3 Sweeper Team Bases* for +10 Points each - The upgraded bases increase 
their COB by +2 

*0-3 Gun Team Bases* for +15 Points each - The upgraded bases have Peace- 
maker Missile Launchers 

*All upgraded Infantry bases gain the Bulky (2) MAR. 


Grand Companies – Where permitted, a Patriot Light Infantry Cadre may be field- 
ed as a Grand Company, increasing its size to 8 Infantry Bases. The Grand Company 
increases its Tactical Value to 6 and may be upgraded as normal 
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DIRECTORATE 


FURI GU 


DIRECTORATE / WORKS RAPTOR WEAPONS TABLE 


Pacifier Plasma Cannon Corrosive e 
Verdict Plasma Surge Corrosive & Terror Weapon Ow 
Judgement Plasma Cannon Corrosive რ 
Diligence Plasma Cannon Corrosive LL) 
Peacemaker Missiles Interceptor e 
15-# Scramblers Cyber Weapon e 
AA-# Scramblers Cyber Weapon, Interceptor ec 
Closure Flamethrowers Anti-Personnel & Terror Weapon [^ 107 
Liquidation Missiles Corrosive & Interceptor oc 
Buy-Out Concussion Blasters Anti-Personnel [^7 


DIRECTORATE/WORKS RAPTOR RULES 


Directorate / Works Raptor Tactical Bonus 
> Directorate / Works Raptor Forces have a Tactics Bonus of +1. 


Directorate / Works Raptor Logistical Strength 
2 Directorate / Works Raptor Forces may purchase Logistics Points for +20 points. 
2 Directorate / Works Raptor Forces may spend up to 5 Logistics Points in any bid. 
2 Directorate Forces may elect to spend Logistics Points during the Play TACs Step of 
the Pre-Turn Phase to place Squadrons on Overwatch. 

2 It costs 1 Logistics Point to place a Light Squadron on Overwatch. 

2 It costs 2 Logistics Points to place an Armoured Squadron on Overwatch, 

unless it is a Heavy Armoured Squadron (identified as having the word 

Heavy in its Designation Line) which cost 3 Logistics Points to place on 

Overwatch. 

2 Leviathans and Aerial Forces may NOT use Logistics Points to be placed 

on Overwatch unless specifically noted. 

2 In the case of mixed Squadrons (A Squadron made up of Light and 

Armoured Elements for example) use the largest Logistics Cost. 


Directorate / Works Raptor Sky Drop Capability 
2 Directorate / Works Raptor Forces set their initial Drop Site Markers to 6. 
2 Directorate / Works Raptor Forces set their initial Artillery Markers to 4. 


Directorate / Works Raptor Artillery 

2 Directorate / Works Raptor Forces use Artillery with 506 Attack Dice. 

> All Directorate Artillery / Works Raptor Artillery Attacks use the Barrage, 
Scatter and Terror Weapon MARs. 


Directorate / Works Raptor Special Rules 

2 Shrapnel Storm – All Directorate elements count their CQB Weaponry as 
having the Terror Weapon MAR. 

2 Shadow Operatives – The Tactical Value Cost to play any TACS by an enemy 
force increases by 1 while Works Raptor squadrons are present on the battlefield. 


DINDRENZI FEDERATILIN 


INFANTRY HELIXES 


| DINDRENZI |  LIGHTINFANTRYCADRE-NYX |  40Points | 


WEAPONS 
Weapon Arc RB R" 4/8" 


EF 10 5 
Harvester = AR — EE ———— 


COIL GUNS 


IR. - - Sq-Size | LoS Class | Quality TV 
*Gun Team Only 4 Light Elite 3 
Model Assigned Rules Fearless, Hard Target [-2], Take & Hold 
Additional Rules Infantry Upgrades – The Nyx Cadre may replace existing bases with the 


following: 


0-1 Officer Base* for +15 Points. The entire Cadre gains the Focused Assault 
MARs while the Officer base is alive. 

0-3 Sweeper Team Bases* for +10 Points each. The upgraded bases increase 
their CQB by 2. 

0-3 Gun Team Bases* for +5 Points each. The upgraded bases gain a Harvester 
Coil Gun. 

*All upgraded bases gain the Bulky (2) MAR. 


Focused Assault MAR: When Nyx Cadres perform a Storming Action. resolve their 
Attacks simultaneously with the Defenders rather than afterwards 


Grand Companies – Where permitted, a Nyx Light Infantry Cadres may be fielded 
as a Grand Company, increasing its size to 7 Infantry Bases. The Grand Company 
increases its Tactical Value to 6 and may be upgraded as normal 
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DINDRENZI FEDERATION 


DINDRENZI / RENSE SYSTEM NAVY WEAPONS TABLE 


Mangonel Rail Gun Kinetic, Pinpoint [1] TO 
Onager Rail Gun Kinetic ოთო 
Ballista Rail Gun Kinetic ოთო 
Skorpio Rail Gun Kinetic თ 

Estock Flak-Launcher Interceptor e 
Flambard Assault Launcher Anti-Personnel & Barrage GRÈ 
Vulcan Sonic Missiles Kinetic, Pinpoint [2] ო დ 

Harvester Coil Guns Anti-Personnel [27 
Clamare Missiles Interceptor, Terror Weapon eu 
Asmodian Laser Pinpoint [2] (CI) 


DINDRENZI / RENSE SYSTEM NAVY RULES 


Dindrenzi / Rense System Navy Tactical Bonus 
> The Dindrenzi have a Tactics Bonus = +3 


Dindrenzi / Rense System Navy Sky Drop Capability 
> The Dindrenzi set their initial Sky Drop Site Markers to 5. 
> The Dindrenzi set their initial Artillery Drop Site Markers to 6. 


Dindrenzi / Rense System Navy Artillery 
> The Dindrenzi use Artillery with 4D6 Attack Dice. 
> All Dindrenzi Artillery Attacks use the Barrage and Scatter MARs. 


Dindrenzi / Rense System Navy Special Rules 

2 Punishing CQB - All Dindrenzi non-Infantry elements may re-roll any Initial 
Dice rolls of a 1 during any CQB Engagement, the second result must be 
accepted. 

> Built to Last – All Rense System Navy elements ignore the effects of 
Debilitating Effect Markers on their DR. 


Dindrenzi / Rense System Navy Logistical Strength 

> Dindrenzi Forces may purchase Logistics Points for +30 Points each. 

> Dindrenzi Forces may spend up to 3 Logistics Points in a single Bid Action. 

> Dindrenzi Forces may elect to spend Logistics Points during the Play TACs Step 

of the Pre-Turn Phase to place Squadrons on Overwatch. 

2 It costs 1 Logistics Point to place a Light Squadron on Overwatch. 
2 It costs 2 Logistics Points to place an Armoured Squadron on Overwatch, 
unless it is a Heavy Armoured Squadron (identified as having the word Heavy 
in its Designation Line) which cost 3 Logistics Points to place on Overwatch. 
2 Leviathans and Aerial Forces may NOT use Logistics Points to be placed on 
Overwatch unless specifically noted. 
> In the case of mixed Squadrons (A Squadron made up of Light and Ar- 
moured Elements for example) use the largest Logistics Cost. 
i Forces may spend up to 3 Logistics Points in a single Bid Action. 


RELTHOZA 


INFANTRY HELIXES 


RELTHOZA HEAVY INFANTRY -JAMRISSSWARM |  45Points > 


Weapon MAR Arc RB R' AD 7 79V 4 0 2 


Blood-Maw წრ EF 10 4 


BIO TOXIN PROJECTOR LR - - Sq-Size | LoS Class | Quality TV 
5 Light | Militia 5 


Model Assigned Rules Bulky [2], Drone, Hard Target [-1], Recon Specialist, Take & Hold 


Additional Rules None 


RELTHOZA LIGHTINFANTRY-JABRIDRONESWARM | — 20Points 2 255 - 


Weapon MAR Arc RB R” AD 779" 3 0 1 


Sq-Size | LoSClass | Quality TV 
8 Light Militia 3 


Model Assigned Rules Drone, Hard Target [-2], Take & Hold 


Additional Rules None 
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RELTHUOZA 


RELTHOZAN / BA’KASH TRIBES WEAPONS TABLE 


Weapons Model Assigned Rule 

Chrysalis Shard Cannon Kinetic ოთ 
Aurelia Shard Cannon Kinetic თ 
Nympha Shard Cannon Corrosive LL. 
Pupa Shard Cannon Corrosive LI) 

Spinnaret Flak-Launcher Interceptor & Pinpoint [1] eo 
Chelicerae Missiles Corrisive Barrage e 
Blood-Maw Bio-Toxin Projector Anti-Personnel [^] 

Shriek Cannon Scatter & Terror Weapon Dw 

Dirge Missiles Anti-Personnel & Barrage «7 2 


RELTHOZA / BA’KASH CLAN RULES 


Relthoza / Ba'Kash Tactical Bonus 
The Relthozans have a Tactics Bonus = +2. 


Relthoza / Ba'Kash Sky Drop Capability 
The Relthozans set their initial Sky Drop Site Markers to 5. 
The Relthozans set their initial Artillery Drop Site Markers to 6. 


Relthoza / Ba'Kash Artillery 
The Relthozans use Artillery with 4D6 Attack Dice. 
All Relthozan Artillery Attacks use the Barrage and Scatter MARs. 


Relthoza / Ba'Kash Special Rules 
Nano-Tech - All Relthozan non-Infantry elements gain the Enhanced Repair 
Systems MAR. 
Apex Predators - All Ba'Kash Aerial and Light elements have the Recon Spe- 
cialist MAR. 


Relthoza / Ba'Kash Logistical Strength 
Relthozan Forces may purchase Logistics Points for +25 Points each. 
Relthozan Forces may spend up to 4 Logistics Points in a single Bid Action. 
Relthozan Forces may elect to spend Logistics Points during the Play TACs Step 
of the Pre-Turn Phase to place Squadrons on Overwatch: 

It costs 1 Logistics Point to place a Light Squadron on Overwatch. 

It costs 2 Logistics Points to place an Armoured Squadron on Overwatch, 
unless it is a Heavy Armoured Squadron (identified as having the word Heavy 
in its Designation Line) which cost 3 Logistics Points to place on Overwatch. 

Leviathans and Aerial Forces may NOT use Logistics Points to be placed on 
Overwatch unless specifically noted. 

In the case of mixed Squadrons (A Squadron made up of Light and Ar- 
moured Elements for example) use the largest Logistics Cost. 


